NETWORK GAME UNIT, GAME SYSTEM, AND RECORDING MEDIUM 

BACKGROUND OF THE INVENTION 



1. Field of the Invention 

The present invention relates to a network game 
machine connected via a network to a plurality of client 
machines and running a network game wherein a plurality 
of players using the client machines can participate . 

Further, the present invention relates to a game system 
having the network game machine. Furthermore, the 
present invention relates to a recording medium, such 
as a computer readable medium, having recorded thereon 
a processing program for operating the network game 
machine and computers which the network game machine 
comprises. 

The present application is based on Japanese 
Patent Application No. 2000-220804, which is 
incorporated herein by reference. 

2 . Description of the Related Art 

With the recent rapid development of network 
technology, the public is able to access various Web 
sites and make use of them. It is becoming possible 
to play network games wherein a plurality of players 
can participate from such Web sites. Network games 
of this kind are considered to become widely prevalent 
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in the future along- with the establishment of 
communication infrastructures with high capacity and 
high speed, which can realize complex and advanced 
game contents . 

Furthermore, the advantages of network games 
of this kind in comparison with arcade games or home 
games are that it is possible to play the same game 
with players at separate locations. In network games 
having this advantage, it could be considered to be 
possible for a plurality of players to participate 
S in the same game so that, for example, competing with 

H other players at separate locations or cooperating 
D 

Q with each other to complete the. game is possible. 
SI 

Q Depending on the contents of the network game, 

Q 15 the number of participating players could be limited 

flj or the number of participating characters used by the 

W 

p players could be limited. For example, considering 

a horse racing simulation game as an example of a network 
game, the number of participating horses in one race 
20 is limited to about eighteen. Thus, the number of 

participating characters in one race used by players 
as their own horses proves to be limited to about eighteen . 
Moreover, the number of players who can participate 
using their own horses proves to be limited to a maximum 
25 of eighteen even if each player uses only one of his 

of her own horses. 

Not only in the horse racing simulation games 
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but also in network games which limit the number of 
participants, the number of applications for 
participation in the game could exceed the limited 
number of participants. In such cases as this, if 
all the applications were received and the game were 
performed, it would become difficult to perform the 
game, thus detracting from the enjoyment of the network 
game . 

Furthermore, depending on the content of the 
network games, the enjoyment of the network game could 
be reduced even if the number of participating players 
or characters used by the players did not exceed a 
predetermined number. For example, considering a 
horse racing simulation game as an example of a network 
game, the number of participating characters used by 
the players could be only three in one race. In this 
case, a race with 3 horses proves to be less exciting, 
thus detracting from the enjoyment of the network game. 

SUMMARY OF THE INVENTION 
In light of the background described above, it 
is an object of the present invention to provide a 
network games which can maintain their enjoyment by 
adjusting the number of participating players who want 
to participate in the network game or participating 
characters used by the players to a suitable number 
for the network game, a game system having this network 
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game, and a recording medium, such as a computer readable 
medium, having recorded thereon a processing program 
for operating computers which the network game unit 
comprises . 

5 In order to achieve the above objects, according 

to a first aspect of the present invention, there is 
provided a network game unit connected to a plurality 
of client machines via a network and running a network 
game in which a plurality of players using the plurality 
O 10 of client machines can participate. The network game 

)8 unit comprises an application receiving device which 

D receives application for participation in the network 

O 

S/ game, a participation assessing device which assesses 

"O 

s whether or not to allow applications received by the 

a 

SI 15 application receiving device to participate in the 

ru 

bj network game according to predetermined conditions 

Q 

L4, of participation, and a participation process executing 

device which executes whether to enable players or 
characters used by the players related to the 
20 applications assessed to be allowed to participate 

by the participation assessing device to participate 
in the network game. 

In the network game unit of the first aspect, 
when applications from players are received by the 
25 application receiving device, it is assessed whether 

or not the players related to the applications or 
characters used in network game related to the 
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applications are allowed to participate in the network 
game by the application assessing device based on 
participation conditions . For applications which are 
determined to be allowed to participate, participation 
process for enabling players related to the 
applications and so on to participate in the network 
game are executed by the participation process 
executing device. Participation Conditions for 
assessing whether or not applications are allowed to 
participate depend on the content of the network game, 
but they may also be conditions which can decrease 
the number of applications received. In this way, 
participation of players is rejected or allowed based 
on predetermined participation conditions so that it 
is possible to limit the number of participating players 
in the network game and adjust it to a number suitable 
for the network game by suitably setting the 
participation conditions when the number of 
applications exceeds a predetermined number". The 
network connecting client machines with network game 
is not restricted to global network and includes 
enclosed network wherein communications between only 
fixed members are allowed and network in limited space 
such as arcade. 

According to a second aspect of the present 
invention, it is preferable that the participation 
assessing device allows players or characters used 



by the players related to the applications to 
participate in turn, and disallows players or 
characters used by the players related to applications 
received after a number of received applications 
reaches a predetermined number of participants to 
participate. 

In the network gamie unit of the second aspect, 
applications are assessed to be allowed to participate 
in turn. And when the number of received applications 
exceeds a predetermined number, applications coming 
later are determined to be denied. In other words, 
applications received are assessed to be allowed in 
turn on condition that there are. received before the 
number of received applications reaches a predetermined 
number of participants. 

According to a third aspect of the present 
invention, it is preferable that the participation 
assessing device assesses whether or not to allow 
players or characters used by the players, on condition 
of participation such as past achievements of players 
or characters used by the players, to participate. 

In the network game unit of the third aspect, 
participation is conditioned on the past achievements 
of players who have played the network game or the 
past achievements of characters used by the players. 

For example, it is possible that the players with 
many times of participation are allowed to participate 



prior to others or characters with many points won 
are allowed to participate prior to others. The past 
achievements mean every information obtained in the 
past play, are not restricted to the times of 
participations or the points won, and it depends upon 
the content of the network game. For example, 
considering a horse racing simulation game as an example 
of a network game, experiences of winning predetermined 
Gl races and so on are corresponding to it. In this 
way, it is possible to provide advantageous 
participation conditions to enthusiastic players or 
to equalize the level of players who play together. 

According to a fourth aspect of the present 
invention, the network game unit may further comprise 
an ability changing device which changes ability of 
characters used by the players in the network game, 
wherein the participation assessing device assesses 
whether or not to allow participation in the network 
game on condition of participation such as a*bility 
of the characters. 

In this network game unit of the fourth aspect, 
ability of characters used by players in the network 
game could be changed by the ability changing device. 

For example, considering a horse racing simulation 
game as an example of a network game, when the times 
of participation is excess, the age of characters as 
player' s own horse gets older, ability change which 



decreases ability is made. And it could be possible 
that ability change which increases ability of player' s 
own horse is made by training it. The character's 
ability which can be changed is set to be participation 
conditions. For example, it will be possible to allow 
only characters with more than predetermined ability 
to participate or to allow characters with less than 
predetermined ability to participate. In this way, 
it is possible to equalize the character's ability. 

According to a fifth aspect of the present 
invention, it is preferable that the participation 
assessing device assesses whether to allow players 
or characters used by the players having been disallowed 
to participate in the network game in the past by the 
participation assessing device to participate prior 
to others. 

In this network game of the fifth aspect, players 
who have been disallowed to participate in the network 
game or characters used by the players are assessed 
to be allowed to participate prior to others. 

According to a sixth aspect of the present 
invention, the network game unit may further comprise 
an information receiving device which receives 
character information which is information related 
to characters used by the players in other game units, 
and an achievement information reading device which 
reads the past achievements of the players who have 



played in the other network game units or the 
achievements of the characters from the character 
information received by the character information 
receiving device, wherein the participation assessing 
device assesses whether or not to allow participation 
in the network game based on the achievement information 
read by the achievement information reading device. 

In this network game unit of the sixth aspect, 
it assesses whether or not to allow participation based 
on achievement information included in character 
information, the information related to characters 
which are used by players in other game machines such 
as arcade game machines or home game machines. The 
achievement information device every information 
obtained in the past in other game machines and depends 
on the contents of the other game machines . For example, 
considering a horse racing simulation game as an example 
of the other game machine, experiences of winning 
predetermined race in Gl races prepared therein. In 
the network game unit according to the sixth aspect 
of the present invention, it is desirable that the 
game machine and the network game have relationship 
with each other because the network game unit make 
use of achievement information obtained in the other 
game machines. But they may also have no relationship 
with each other. 

In the network game unit according to the sixth 



aspect of the present invention, in order to obtain 
the achievement information, the character information 
receiving device initially receives character 
information, the information related to characters 
which have been used by players in other game machines . 
And it reads achievement information included in the 
character information and assesses whether or not to 
allow participation based on the achievement 
information. The character information receiving 
device receives, for example, password of character 
string type transformed from character information, 
character information as form of electronic data, or 
character information inputted from an input device 
by operator. 

According to a seventh aspect of the present 
invention, the network game unit may further comprise 
an information receiving device which receives 
character information which is information related 
to characters trained by the players in other network 
game units, and an ability information reading device 
which reads out ability information of the characters 
from the character information received by the 
character information receiving device, wherein the 
participation assessing device assesses whether or 
not to allow participation in the network game on 
condition of participation such as ability information 
read by the ability information device. 



In the network game unit of the seventh aspect, 
it assesses whether or not to allow participation based 
on ability information included in character 
information, the information related to characters 
5 trained by players in other game machines . The ability 

information, considering a horse racing simulation 
game of trained-type as an example of the other game 
machines, could be corresponding to speed ability or 
stamina ability, for example, of player's own horses 
10 as characters trained in the games. In the network 

S game unit according to the seventh aspect of the present 

H invention, when ability information is arranged to 

D be used as ability of characters used in the network 

game, it is possible to equalize the ability of 
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O 15 characters participating in the network game. 

n! Moreover, the ability information of characters trained 

W 

q in other network game machines should not always be 

used in the network game. 

In the network game unit according to the seventh 
20 aspect of the present invention, it receives character 

information, the information related to characters 
used by players in other game machines, by the character 
information receiving device for obtaining the ability 
information. And it reads the ability information 
25 included in the character information and then assesses 

whether or not to allow participation based on the 
ability information . The character information is 
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the same as the one according to the sixth aspect of 
the present invention. 

According to an eighth aspect of the present 
invention, there is provided a network game unit 
connected to a plurality of client machines via a network 
and running a network game in which a plurality of 
players using the plurality of client machines can 
participate. The network game unit comprises an 
application receiving device which receives 
applications for participation in the network game, 
a participation allowing device which allows players 
or characters used by the players related to the 
applications based on applications received by the 
application receiving device, a preliminary character 
recording medium which records preliminary characters 
which are not used by players, and a preliminary 
character participation enabling device which enables 
preliminary characters recorded in the preliminary 
character recording medium to participate 'in the 
network game when the number of applications allowed 
to participate does not reach a predetermined number 
of participants. 

In the network game unit of the eighth aspect, 
it allows players related to the application or 
characters used in network game related to application 
of the players to participate in the network game after 
receiving applications from the players by an 



application receiving device. When the number of 
applications which are allowed to participate does 
not reach a predetermined number of participants, it 
enables preliminary characters recorded in a 
preliminary character recording medium to participate 
in the network game by way of the preliminary character 
participation enabling device. In other words, the 
number of participating characters is filled with the 
preliminary characters. Players do not use the 
preliminary character, but they are virtual characters 
reserved in the network game unit. In this way, it 
could be possible to adjust the number of participants 
to a number suitable for the network game, when the 
number of participants is not sufficient. 

According to a ninth aspect of the present 
invention, there is provided a game system which 
comprises a game machine running a game using characters 
used by players, and a network game machine connected 
to client machines via a network and running a network 
game which players using the client machines can play 
using ability information which is information related 
to ability of characters used in the game machines, 
wherein the network game machine is the network game 
unit as defined in either one of the first to eighth 
aspects of the present invention. 

In the game system of the ninth aspect, players 
can play network games wherein the players can 



participate via network using the ability information 
of characters used in the game machines such as arcade 
game machines and so on. In the network game unit 
running the network game, it is possible to adjust 
the number of participants in the network game to a 
number suitable for the network game, because the 
network game unit running this network game uses the 
network game machines according to either one of the 
first to eighth aspects of the present invention. 

According to a tenth aspect of the present 
invention, there is provided a computer readable medium 
having recorded thereon a processing program for 
operating the network game unit according to either 
one of the first to seventh aspects of the present 
invention. The computer readable medium comprises 
a first processing routine for assessing whether or 
not to allow participation in a network game with respect 
to an application for the participation in the network 
game in accordance with predetermined conditions of 
participation, and a second processing routine for 
executing a participation process, which enables a 
player, related to the application allowed in the first 
processing routine, to participate in the network game, 
or which enables a character used by the player to 
participate in the network game. 

A processing program recorded in the computer 
readable medium can limit the number of participating 



players and adjust it to a number suitable for the 
network game by being run in computers, which make 
up network game unit according to the first to seventh 
aspects of the present invention, even if more 
applications than a predetermined number of 
participants are received. 

According to an eleventh aspect of the present 
invention, there is provided a computer readable medium 
having recorded thereon a processing program for 
operating the network game unit according to the eighth 
aspect of the present invention . The computer readable 
medium comprises a first processing routine for 
allowing players related to the applications or 
characters used by the players to participate in a 
network game based on applications for participation 
in the network game, and a second processing routine 
for enabling preliminary characters, which have been 
recorded in a preliminary character recording medium 
and have not been used by the players, to participate 
in the network game when the number of the applications 
for participation allowed in the first processing 
routine to participate in the network game is not 
sufficient to a predetermined number of applications 
for participation. 

The processing program recorded in the computer 
readable medium can adjust the number of participants 
to a number suitable for the network game by being 



run on computers which make up the network game according 
to the eighth aspect of the present invention and filling 
with preliminary characters, when the number of 
participants is not sufficient. 

BRIEF DESCRIPTION OF THE DRAWINGS 
The above and other objects and advantages of 
the present invention will become more apparent by 
describing in detail a preferred embodiment thereof 
with reference to the accompanying drawings, wherein: 
Fig. 1 is a flow chart showing control operations 
of control section running participation 
allowing/disallowing program in Web server of game 
system related to an embodiment of the present 
invention; 

Fig. 2 shows a schematic overview of the overall 
game system; 

Fig. 3 shows an overview showing an example of 
arcade game machine making up the game system; 

Fig. 4 is a control block diagram showing a main 
control section in the arcade game machine; 

Fig. 5 is a control block diagram showing a station 
control section in the arcade game machine; 

Fig. 6 is a block diagram showing simple structure 
of Web server making-up the game system; 

Fig . 7 is a block diagram showing a simple structure 
of a player terminal making-up the game system; 
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Fig. 8 is an illustrative diagram showing the 
flow of the game system; 

Fig. 9 is a schematic diagram of a password screen 
displayed on a display device in the arcade game machine; 
5 Fig. 10 is an illustrative view showing the 

structure of a horse racing game site managed by the 
Web server; 

Fig. 11 is a schematic diagram showing a racetrack 
page of the horse racing game Web site; 
10 Fig. 12(a) is a schematic diagram showing an 

initial screen in race entry page of the horse racing 
game Web site; 



j=~j Fig. 12(b) is a schematic diagram showing an 

SI owner registration screen of the race entry page; 
O 

s_ 15 Fig. 12(c) is a schematic diagram showing an 

a 

Nj entry confirmation screen of the race entry page; 

ru 

yj Fig. 12(d) is a schematic diagram showing a race 

y* entry screen of the race entry page; 

Fig. 12(e) is a schematic diagram showing a 

20 player's own horse password input screen of the race 



entry page; 

Fig. 12(f) is a schematic diagram showing a race 
selection screen of the race entry page; 

Fig. 13 is a flow chart showing control operation 
25 of control section 23 running game execution program 

in the Web server; 

Fig. 14 is a schematic diagram showing a race 
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information screen displayed on race watching page 
of the horse racing game Web site just prior to the 
start of the race; 

Fig. 15 is a schematic diagram showing an example 
of a race screen displayed on the race watching page 
during the race; 

Fig. 16 is a schematic diagram showing a race 
result display screen displayed on the race watching 
page just after the end of the race; and 

Fig. 17 is a flow chart of training processing 
by the control section running an initial setting 
program and a training program, acting as an ability 
changing device. 

DETAILED DESCRIPTION OF THE PREFERRED EMBODIMENT 
An embodiment of the present invention now will 
be described as follows . In the embodiment , the present 
invention is applied to a Web server working as a network 
game unit forming a game system which enables players' 
own horses as characters trained in commercial-use 
game machine running a trained-type horse racing 
simulation game (hereinafter referred to as arcade 
game machine) by players as owners to participate in 
an Internet horse racing game (hereinafter referred 
to as "Internet Grand Prix") , which is a network game 
on horse racing game Web site publically available 
on the Internet. 



Firstly, a structural overview- of a game system 
related to the present embodiment will be described. 

Fig. 2 shows a schematic structure of an overall game 
system related to the present invention. The game 
5 system is equipped with many arcade game machines 1 

installed in arcades and so on all over the world, 
a Web server 20 administrating and managing the horse 
racing game site and running the Internet Grand Prix 
held on the Web site, and player terminals 30 working 
10 as client machines, which can be connected to the 

y Internet. A player terminal 30 can be connected to 

the Web server 20 via a communication network 40 
O including public telephone lines, dedicated telephone 

^ line, cable TV line or wireless communication line 

15 forming a network, and can access the horse racing 

game Web site publically available on the Web server 
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UJ 20 on the Internet using predetermined internet browser. 

Various data communication between the Web server 
20 and the player terminal 30 is performed via the 
20 communication network 40 in the form of computer data 

signals embodied on a fixed carrier wave. 



1 . Structure of Arcade Game Machine 1 

Fig. 3 is an overview showing an example of the 
arcade game machine 1. The arcade game machine 1 is 
25 equipped with a field 2 located in the center section 

and a plurality of stations 10 surrounding the field 
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2. The field 2 is equipped with a racetrack 4 and 
a starting gate 3, and races progresses by moving a 
plurality of model horses which are not described. 
A plurality of loudspeakers 5 for broadcasting cheers 
and announcements and so on are installed around the 
field 2 . Over the field 2 is a display section 6 showing 
the name of the games and so on, and illumination units 
7 are provided for lighting up the field 2 . The display 
section 6 and illumination units 7 are held in position 
by a support 8 . 

In the stations 10, displays 11 are installed 
for displaying game pictures accordingly as the game 
progresses and touch panels 12 are provided over the 
displays 11. When players touch a predetermined 
position of the game screen displayed on the display 
11, the position is detected by the touch panel 12 
and the player' s operations are recognized by the arcade 
game machine 1. At the stations 10, medal inlet 13 
for accepting medals from players and medal "outlet 
for dispensing medals to players are installed. 

In the arcade game machines 1, races with the 
same names as real horse races are held in turn on 
a fixed cycle. Sixty races are held in a year and 
time for betting of medals, that is time for buying 
betting tickets, time for holding the race, and time 
for displaying the result of the race are reserved 
for each race. Players can predict the results and 



are free tobuy betting tickets . Buying betting tickets 
is performed by using medals, and if the predicted 
result on the betting tickets which are bought proves 
right, medals are dispensed according to the number 
of medals bet and the odds. 

In the arcade game machine 1, players can 
participate in games as owners. Players can purchase 
their preferred horses by selecting them from a 
plurality of horses prepared and paying a fixed number 
of medals. A name for the purchased horse is created 
by combining a name selected from names prepared in 
the arcade game machine 1 with the player' s name input 
by the player. Players can rear the purchased horse 
by training it in order to improve its ability and 
can enter the reared horse in desired races. 

Fig. 4 is a control block diagram showing a main 
control section 100 for integrated control of the 
operation of the arcade game machine 1 integratedly , 
and Fig. 5 is a control block diagram showing a Station 
control section 200 installed in each of the stations 
10. 

As shown in Fig. 4, the main control section 
100 located on the side of the field 2 is equipped 
with a main control unit 101, a field control unit 
102 for controlling running performance of model horses 
in the field 2, an illumination control unit 103 for 
controlling the illumination units 7, a sound control 



unit 104 for controlling cheers and announcements 
broadcast by the loudspeakers 5, a SRAM (i.e., Static 
Random Access Memory) 105 and a flash memory 106 for 
recording various data for each player, and a ROM (i.e., 
Read Only Memory) 107 for storing various processing 
programs required for the game and various database. 

The main control unit 101 is connected to the field 
control section 102, the illumination control section 
103, the sound control section 104, the SRAM 105, the 
flash memory 106 and the ROM 107. The ROM 107 stores 
various prepared data of the horse name selected by 
the players and the horse's sound data, various data 
related to each horse, and a database such as a race 
schedule . 

The SRAM 105 or flash memory 106 stores a database 
for players' data recorded and managed for each player . 
The players' data includes ID codes assigned to each 
player, personal information related to the players, 
information on the player's own horses, and' update 
information for recording data update. The players' 
data also includes information on the status and history 
of the game and information on the screen layout that 
is not related to the progress of the game. The ID 
code is a unique number assigned to each player, and 
is arranged not to be duplicated. 

The personal information includes information 
related to individual players such as the players' 



names, total number of plays, and so on. This personal 
information can be used as data reflected in the content 
of the game, such as player's name being used in the 
so-called crown name of his own horse, and as customer 
management data. The player's own horse information 
includes a horse code for specifying the horse' s name, 
breed information for specifying a growth curve showing 
how the horse is growing, sex, age, number of races, 
speed, stamina, condition, total prize money won, 
result of each past race (for example, 1st place, 2nd 
place, no place) and so on. The horse name code is 
associated with the data on each horse, and based on 
the horse name code, the horse data is read and used 
in the game. 

As shown in Fig. 5, the station control section 
200 installed at each station 10 is equipped with a 
station control unit 201, a medal management unit 202 
for managing the dispensing of medals, and a RAM (i.e., 
Random Access Memory) 203 for temporarily stori'ng data 
on each player. The station unit 201 is connected 
to the medal management unit 202 and the RAM 203. 
This station control unit 201 is also connected to 
the display 11 and the touch panel 12 installed at 
the station 10 as shown in Fig. 3, and to each bet 
medal sensor which is not shown in the diagram, for 
detecting the bet medals via the medal outlet 14. 

As shown in Fig. 4 and Fig. 5, the station control 



unit 201 at each station 10 is connected to the main 
control unit 101 at the field 2, which enables 
communication between them. 



2 . Structure of Web Server 20 

5 The structure of the Web server 20 for constructing 

the game system will be described below. Fig. 6 is 

a block diagram showing the schematic structure of 

the Web server 20. The Web server 20 is equipped with 

a communication interface 21 which works as an 

~ 10 application receiving device and an information 

*D 

receiving device, which serves as, for example, a 

H* 

D terminal adapter etc. for transmitting and receiving 

t — 3 

N data via the communication network 40, a database ROM 

O 

a 22 which works as a preliminary character recording 

P 

SI 15 medium for storing various kind of database, a control 

F= i 
3 W 

yj section 23 for controlling each part of the Web server 

Q 

20, a program ROM 24 which works as a recording medium 
having recorded thereon a processing progrartt to be 
executed by the control section 23, and an operation 

20 section 25 which is operated by operators. A general 

purpose PC or workstation is may be used as the Web 
server 20, but part of a Web server managed and 
administered by a provider could also be used. 

The database ROM 22 stores a database of the 

25 horse's name and various data related to each horse, 

which are the same as are stored in the ROM 107 of 
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the arcade game machine 1, in addition to the race 
schedule of the Internet Grand Prix. The database 
ROM 22 stores personal information on the participating 
players in the Internet Grand Prix, and character 
information related to the player's own horse. This 
database ROM 22 for could be chosen to be the same 
as the program ROM 24. 

The program ROM 24 stores various processing 
programs which the control section 23 executes, which 
are read according to instructions from the control 
section 23. The program ROM 24 stores a game execution 
program for executing the Internet Grand Prix held 
on the Web site, a communication program for 
transmitting and receiving data via the communication 
network 40, and a program for executing processes of 
the Web server 20, in addition to a site management 
program for administrating and managing the horse 
racing game site. 

The control section 23 comprises at least one 
processing unit such as a CPU (i.e. , Central Processing 
Unit) etc. and a RAM for temporarily recording program 
data, and starts up and controls the Web server 20 
by reading a predetermined Operating System (OS) stored 
in the program ROM 24 . The control section 23 runs 
various processing programs stored in the program ROM 
24 and executes according to the program. By providing 
a plurality of processors such as CPUs etc., which 



execute various processing programs, execution of the 
various processing programs can be distributed to 
individual processors . 

3 . Structure of Player Terminal 30 

The structure of the player terminal 30 comprising 
the game system will be described below. 

Fig. 7 is a block diagram showing the schematic 
structure of the player terminal 30. The player 
terminal 30 is used for accessing the horse racing 
game site managed by the Web server 20, providing players 
with various information published on this site, and 
allowing them to participate in the Internet Grand 
Prix. For the player terminal 30, a general purpose 
PC popular with home-users could be used, but home 
game machines and appliances such as televisions or 
mobile communication devices may also be used as long 
as they can be connected to the Internet, can access 
the horse racing game site, can be operated as required, 
and execute the required processes. 

The player terminal 30 is equipped with a 
communication interface 31 comprising terminal adapter 
for transmitting and receiving data via the 
communication network 40, a control section 32 for 
controlling each part, a ROM 33 for recording processing 
programs which the control section 32 runs, an input 
section 34 for inputting various requests according 



to the player' s operation, a display section 35 for 
displaying display data such as image data and so on, 
and loudspeakers 36 for outputting audible data such 
as audio data and so on. In the embodiment, the input 
section 34 comprises a keyboard and a mouse . In addition, 
headphones and earphones could be available in place 
of the loudspeakers 36. 

The ROM 33 stores a communication program for 
accessing the horse racing game site managed by the 
Web server 20, and a browsing program for browsing 
various information published on the site . The various 
processing programs stored in the ROM 33 are run by 
the control section 32. Browsers on the market or 
distributed browsers are available as browsing 
programs . 

The control section 32 has the same structure 
as the control section 23 of the Web server 20, and 
starts up and controls the player terminals 30 by reading 
out OS stored in the ROM 33. The control section 32 
works the various processing programs recorded in the 
ROM 33 by running it. 

4 . Series of Processes of Overall System 

A series of processes from the players' training 
of their own horses, reflecting various information 
in the Internet Grand Prix managed by the Web server 
20 as the ability of their own horses, to holding the 



races using the game system will be described as follows . 

Fig. 8 is an illustrative diagram showing the 

series of the processes of the game system related 

to the present embodiment . Firstly, in this game system, 

5 players play as horse owners in the arcade game machine 

1 and obtain a character-string password converted 

from a part of the players' data, the character 

information being obtained in the play of game (step 

1) . Players can access the horse racing game site 

10 and browse various information in the site (step 2) . 

^ Theplayers can submit applications using the passwords 

L J3 obtained (step 3) . The players can browse races in 

Q which the players have participated (step 4) . Winners 

O 

Nl of races are awarded a certificate as a prize. 

Q 

□ 

NJ 15 5. Obtaining Password: Step 1 

m 

yj It is possible to obtain the password required 

s ■ 

for participating in the Internet Grand Prix on 
condition that players play with the arcade game machine 
1, and that their own horses win Gl races prepared 

20 in the game more than three times or that the number 

of medals won (lifetime prize money) is over 2000. 
When a player' s horse which satisfies this conditions 
retires, the horse becomes a distinguished horse and 
a password screen as shown in Fig. 9 is displayed on 

25 the display 11. On the password screen, the name of 

the distinguished horse (*** Brian) , a password, and 
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an explanation of how to use the password are displayed. 

The player can obtain the password by making note 
of this information. 

Character information included in the passwords 
includes a machine code as machine information, day 
of retirement as date information, daily number as 
daily ranking, player' s name, horse name code, Gl races 
won as achievement information, total results and life 
time prize money, and speed ability and stamina ability 
of the best times as ability information. The player' s 
name and horse name code are the same as those which 
are used in the arcade game machine 1 as player data. 

In the arcade game machine 1, various data such 
as condition, age and so on are also used as ability 
information of the player's own horse in addition to 
speed information and stamina information. However, 
when the password tries to include all these abilities, 
it proves to be a very long character string. Then, 
in this embodiment, ability information to be used 
in the Internet Grand Prix is restricted to speed 
information and stamina information, and by shortening 
the password it is more convenient for the players. 

In addition, when ability information can be used 
in the Internet Grand Prix without using such a password, 
such restrictions as mentioned above are not required. 

On the contrary, participation assessment (described 
later) will become more precise by providing more 



information to the Internet Grand Prix. 

6. Browsing Various Information: Step 2 

The players can access the horse racing game 
site managed by the Web server 20 using a personal 
computer at home as the player terminal 30. Fig. 10 
is an illustrative diagram showing the structure of 
the horse racing game site. The horse racing game 
site provides a racetrack page for browsing races, 
race schedules, results of past races, an entry page 
for registration for participation by application using 
the password, and a ranking page for displaying various 
rankings. 

In the present embodiment, Internet Grand Prix 
races are held once a week in the horse racing game 
site under the management of the Web server 20. For 
example, five races are held every Friday night. 
Players who have passwords can participate in these 
races, which are broadcast on a race watching page, 
shown in Fig. 11, which can be browsed by players. 

Information such as terms of submitting applications 
to each race, race schedule, race results and so on 
are published on the week's schedule page and last 
week's results page of the racetrack page. On the 
ranking page, the ranking of successful owners based 
on the results in the Internet Grand Prix and 
distinguished horse ranking which is separated into 
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a prize money section and an achievement section based 
on results in the arcade game machine 1 are published 
and browsable to players. The entry page will be 
described later. 

7 . Submitting Application : Step 3 

Players who obtained the passwords in the step 
1 bring them back home and can access the entry page 
in the horse racing game site managed by the Web server 
20 using a personal computer at home as the player 
terminal 30, for example. 

Figs. 12(a) to (f) are illustrative images showing 
each screen on the entry page and displayed on the 
display section when browsing the entry page using 
the player terminal 30. When the player accesses the 
entry page using the player terminal 30, an initial 
screen shown in Fig. 12(a) is displayed on the display 
section 35. On the initial screen, an explanation 
of participation in the Internet Grand Prix, an owner 
registration button for moving to an owner registration 
screen for owner registration, and an entry button 
for moving to an entry confirmation screen for 
confirming the contents of the entry before performing 
the entry are provided. 

A player who participates in the Internet Grand 
Prix for the first time should click the owner 
registration button for owner registration on the 



initial screen by operating the mouse which makes up 
the input section 34. In this way, the owner 
registration screen shown in Fig. 12(a) is displayed 
on the display section 35. On the owner registration 
screen, the player inputs his e-mail address for 
communicating with the Web server 20, the owner' s name, 
and access password required for identifying the player 
when making an entry next time using the keyboard which 
makes up the input section 34 . In addition, the owner' s 
name and access password inputted here are totally 
independent of the arcade game machine 1 . After 
inputting the fixed items, a 'send' button displayed 
on the owner registration screen should be clicked. 

In this way, each inputted item is outputted via the 
communication interface 31 by the control section 32 
running the communication program and is transmitted 
to the Web server 20 via the communication network 
40. 

In the Web server 20, the inputted access password 
received via the communication interface 21 associated 
with the owner' s name by the control section 23 running 
the owner registration program recorded in the program 
ROM 24, and the e-mail address are registered in the 
owner registration database in the database ROM 22. 
After finishing the registration process, a race entry 
screen shown in Fig. 12(d) is outputted to the player 
terminal 30 . 
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Players who have already registered should click 
the race entry button on the initial screen. In this 
way, entry confirmation screen is displayed as shown 
in Fig. 12(c) on the display section 35. The entry 
confirmation screen is the same as the owner 
registration screen shown in Fig. 12(b) except that 
there is no input box for an e-mail address on the 
entry confirmation screen. Similar to the case of 
the owner registration screen, after inputting the 
owner' s name and password, these inputted items are 
transmitted to the Web server 20 by clicking the 'send' 
button. Upon receiving these inputted items, the Web 
server 20 reads out the access password from the owner 
registration database in the database ROM 22 based 
on the owner' s name received by the control section 
23 running the entry confirmation program recorded 
in program ROM 24 , verifies the access password received 
and if verified, it outputs the race entry screen shown 
in Fig. 12(d) to the player terminal 30. On the other 
hand, if not verified, a message such as "password 
is incorrect" is outputted to the player terminal 30. 

On the display section 35 on the player terminal 
30 of a player who completed the owner registration 
or entry confirmation, the race entry screen is 
displayed as shown in Fig. 12(d). When this is the 
first race for the horse the play tries to register, 
a distinguished horse registration button displayed 
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on the race entry screen should be clicked initially. 

In this way, a horse' s password input screen is 
displayed as shown in Fig. 12(e). On the horse's 
password input screen, the password obtained in the 
arcade game machine 1 should be inputted and the A send' 
button should be clicked. In this way, the password 
is outputted via the communication interface 31 as 
an application by the control section 32 running the 
communication program, and is transmitted to the Web 
server 20 via the communication network 40. 

In the Web server 20, various information such 
as ability information and achievement information 
included in the password is obtained by decoding the 
password received via the communication interface 21 
by the control section 23 running the password decode 
program recorded in program ROM 24. The various 
information is to be registered in the owner 
registration database in the database ROM 22 by the 
control section 2 3 running the information registration 
program. 

The control section 23 running the information 
registration program here works as a participation 
assessing device and a participation allowing device. 

In other words, it assesses whether or not a 
distinguished horse related to the password received 
is already registered as a distinguished horse in the 
owner registration database. When it determines that 



the same distinguished horse is already registered, 
notification saying that it is already registered is 
transmitted to the source player terminal 30 and the 
horse's password input screen shown in Fig. 12(e) is 
displayed again on the display section 35 on the player 
terminal 30 . As a result, participation in the Internet 
Grand Prix by the distinguished horse related to the 
password is disallowed. On the other hand, when it 
determines that the same distinguished horse is not 
registered, the control section 23 works as a 
participation process executing device and runs the 
distinguished horse registration process, which is 
a participation process for registration of various 
information included in the password to the owner 
registration database of the database ROM 22 as the 
information registration program runs. After 
finishing the distinguished horse registration 
execution above, the race entry screen as shown in 
Fig. 12(d) is outputted to the player terminal 30. 

After completing the distinguished horse 
registration, the name of the player's own horse 
registered as the distinguished horse, the lifetime 
prize money, the total results and Gl races won in 
the arcade game machine 1 are displayed as shown in 
Fig. 12(d) on the race entry screen. If the horse 
has participated in the Internet Grand Prix, the results 
in the Internet Grand Prix are also displayed. When 



the player makes an entry to the Internet Grand Prix, 
the 'participation' button on the race entry screen 
should be clicked. In this way, the application is 
outputted by the control section 32 running the 
communication program via the communication interface 
31 and is transmitted to the Web serve 20 via the 
communication network 40. 

In the Web server 20, the control section 23 
running the participation allowing/disallowing 
program working as a participation assessing device 
and a participation allowing device assesses whether 
or not to allow the player' s own horse related to the 
application to participate in the race based on the 
application received via the communication interface 
21. 

Fig. 1 is a flowchart showing a controlling 
function of the control section 23 running the 
participation allowing/disallowing program. 

When the control section 23 receiv'es the 
application, it initially reads the day of retirement 
of the player's own horse related to the application 
from the owner registration database in the database 
ROM 22 (SI) . It assesses whether or not the day of 
the race in which the player' s own horse participates 
is valid based on the day of retirement (S2) . In the 
present embodiment, as the term of validity of the 
password is set to be 90 days, it assesses whether 



or not the day of retirement is within 90 days from 
the race day. By this assessment, when it is assessed 
to be more than 90 days away from race day, an expiration 
error notification is transmitted to the source player 
terminal 30 (S3) , and the race entry screen as shown 
Fig. 12(d) is outputted again. (S4). As a result, 
the player' s own horse related to the password is not 
allowed to participate in the Internet Grand Prix. 

When the day of retirement is assessed to be 
within 90 days from the race day, it is assessed whether 
or not the player' s own horse related to the application 
is already registered by looking it up in the race 
entry database of database ROM 22 storing information 
on each player's own horse and each owner which will 
participate in the Internet Grand Prix (S5) this time. 
When it is assessed to be a duplicate entry, a duplicate 
entry error notification is transmitted to the source 
player's terminal 30 (S6) , and the race entry screen 
as shown in Fig. 12(d) is outputted again. In this 
way, duplicate entry to one or more races by one player' s 
own horse could be prevented. 

After checking for duplicate entries in this 
way, the control section 23 works as an achievement 
reading device so that it reads information on Gl races 
won and the lifetime prize money related to the 
application from the owner registration database of 
the database ROM 22 (S6) . Races in which the horse 



can participate are then selected based on Gl races 
wonandthe lifetime prizemoney (S7) . By this selection, 
the player' s own horse related to the password is not 
allowed to participate in specific races. 
Predetermined participation conditions are set for 
each race on race data tables stored in the database 
ROM 22. During the race selection, races which satisfy 
the participation conditions are selected by comparing 
information of Gl races won and the lifetime prize 
money, which are read with conditions for each race 
on the race data tables. It could be shown as examples 
of the participation conditions that the number of 
Gl races won exceeds the fixed number, the lifetime 
prize money exceeds the fixed amount of money, or 
predetermined Gl races are won. 

In this case, the player's own horse is assessed 
here to be allowed/disallowed to participate in races 
by selecting races based on participation conditions 
such as Gl races won and the lifetime prize money as 
result information in the arcade game machine 1. 
However, it may be possible that the player' s own horse 
is assessed to be allowed/disallowed to participate 
in races by selecting races based on replaced or 
additional participation conditions such as Gl races 
won, the lifetime prize money, and so on in the Internet 
Grand Prix. 

In the present embodiment, each race is held 



with eighteen horses, thus eighteen players at most 
can register for each race. For this reason, when 
eighteen horses are already registered by other players, 
the race is excluded from selected even if the player' s 
own horse related to the application satisfies the 
conditions for the race. In this way, the player's 
own horse related to the password is not allowed to 
participate in races in which eighteen horses are 
already registered. 

In the present embodiment, applications are 
allowed to be registered in turn, so applications for 
participation are arranged to be rejected for races 
without vacancies. However, it is also possible that 
more applications than the limit are accepted and it 
is assessed and determined which horses can participate 
according to predetermined participation conditions 
after stopping accepting applications. For example, 
it may be possible that the best 18 horses can be selected 
and allowed to participate in a race by reading the 
speed ability and stamina ability included in the 
password from the owner registration database after 
stopping accepting applications by the control section 
23 acting as an ability information reading device. 

It may also be possible to allow horses of players 
with a lot of experiences of being rejected 
participation to participate prior to others based 
on re jected participation history information by having 



registered the rejected participation information of 
players with experience of being rejected in the owner 
registration database. 

In addition, it is also preferable that races 
5 in which only male or female horses can participate 

are prepared just as real races among races of the 
Internet Grand Prix. In this case, races in which 
the horse can participate are selected based on sex 
information and ability information of the player's 
10 own horse, which is included in the password outputted 

by the arcade game machine 1. 

In this way, when a race is selected, a race 
gj selection screen displaying selected races is outputted 

^ on the player terminal 30 (S8) . In this way, the race 



Q 



1^ 15 selection screen shown in Fig. 12(f) is displayed on 

D 

^ the display section 35 of the player terminal 30. 

ry 

UJ After selecting races in which player wants to have 

o 

M* their own horse participate by viewing the . race 

selection screen, the player selects the box where 

20 the race is displayed by clicking it and then clicks 

the 'send' button. In this way, data of the selected 
race is outputted via the communication interface 31 
by the control section 32 running the communication 
program and transmitted to the Web server 20 via the 

25 communication network 40. 

When data of the selected race is received (S9) , 
it is assessed whether the owner who applied for 



-40- 



participation is someone whose horse has already been 
registered for the race related to the application 
by referring to race entry database in the database 
ROM22 (S10) . When the owner is assessed to have already 
registered his own horse for the race, a duplicate 
entry error by one owner notification is transmitted 
to the source player terminal 30 (Sll), and the race 
selection screen shown in Fig. 12 (f ) is outputted again 
(S8) . Bythisprocess, the horse related to the password 
is not allowed to participate in the race. As a result, 
more owners can register for the race. On the other 
hand, when the owner is assessed not to have registered, 
an entry completion notification is transmitted to 
the source player terminal 30 (S12). 

In the present embodiment, the number of player' s 
own horses which can be registered for a race in the 
Internet Grand Prix is limited to five, and the other 
thirteen horses are arranged to be filled with computer 
horses, the preliminary computer horse characters which 
are read at random from a computer horse database stored 
in the database ROM 22 which is a preliminary character 
recording medium. It is also possible to hold a race 
with eighteen player's own horses. In the computer 
horse database, many computer horses with various speed 
ability or stamina ability are registered. 

When only three player' s own horses are registered 
for one race in the Internet Grand Prix by players, 



the remaining two horses are filled by the control 
section 23 running a horse filling program acting as 
a character participation device. In filling the 
horses, the control section 23 performs registration 
processing for allowing two horses selected at random 
from the computer horses registered in the computer 
horse database. In filling the horses, it is also 
possible for the ability data of the computer horse 
to be changed in order to be comparable to the ability 
of the players 1 own horses registered by the players, 
so that the computer horse registered in the computer 
horse database is not used in its original form. It 
may also be possible to fill computer horses created 
to have ability depending on the ability of player' s 
own horses registered by players. 

In the present embodiment, the configuration 
in which all applications to the Web server 20 are 
submitted using the player terminal 30 is described, 
but other configurations for application are also 
possible. For example, a configuration in which 
applying for participation in races is done by writing 
the obtained password, desired race, and other required 
items in an application sheet, and sending it to the 
Web server 20 is also possible. In this configuration, 
items inputted in the application sheet are inputted 
by the operator and so on using the operation section 



8. Browsing Races : Step 4 

After waiting for a predetermined period of time 
for acceptance of applications, the control section 
23 running the game execution program recorded in the 
program ROM 24 in the Web server 20 starts and advances 
the Internet Grand Prix at a predetermined time 
according to the race schedule stored in the database 
ROM 22. Each race held in the Internet Grand Prix 
is publically available in real time on the race watching 
page provided on the racetrack page, as shown in Fig. 
11 . Not only players who have applied for participation 
in the Internet Grand Prix in step 3, but also all 
people who access this page can watch the state of 
races publically available on the race watching page. 

Fig . 13 is a flow chart showing the control sequence 
of the race progress of the Internet Grand Prix by 
the control section 23 running the game execution 
program. The control section 23 in turn executes race 
processing for allowing horses related to applications 
to participate in races and holding races for each 
race, race result displaying processing for displaying 
race rankings, and data updating processing for 
updating the contents of the owner registration 
database in the database ROM 22. One Internet Grand 
Prix has five races, which are executed with an interval 
of about two minutes each, including the race result 



After finishing this processing, the control 
section 23 assesses if a subsequent race exists (S7) . 

If it exists, the race contents are changed to that 
of the next race (S8) , and returns to SI, and performs 
race processing, race result displaying processing, 
and data updating processing for the next race in the 
same way as shown above. After finishing all races 
and the control section 23 assesses that a subsequent 
race does not exist (S7) , the Internet Grand Prix 
finishes . 

In the Internet Grand Prix in the present 
embodiment, a password outputted by the arcade game 
machine 1 is required for participation, and once it 
is obtained, the ability of the horse related to the 
password will never change. On the other hand, it 
is also possible to add a training program to the game 
execution program so that a function for training the 
players 1 own horses can be added . For example, ability 
information of the players' own horses trained in the 
arcade game machine 1 is made available as initial 
ability information of a new horse in the Internet 
Grand Prix run on the Web server 20. An example of 
this configuration will be described below. 

Fig. 17 is a flow chart showing an example of 
training processing by the control section 23 running 
a processing program for initial setting and a training 
program acting as an ability changing device. The 



displaying processing . 

Firstly, the control section 23 executes 
displaying processing which displays race information 
as shown in Fig. 14 (SI), and provides players with 
information of the next race. When the scheduled time 
in the race schedule comes, the control section 23 
performs race processing for realizing images displayed 
in the race and sound, and starts up the race (S2). 

During the race, a race screen as shown in Fig. 15 
is updated every 5 minutes by the race processing (S3) , 
and produces ambient sound such as applause. These 
images are downloaded to the player terminal 30 via 
the communication network 4 0 and are then displayed 
on the display section 35. 

After finishing the race (S4), the control section 
23 executes race result displaying processing for 
displaying the race results on the race .watching page 
(S5) , and then a race result displaying screen as shown 
in Fig. 16 is displayed. On the display section 35 
of the player terminal 30 . In the race result displaying 
screen, race rankings and so on are displayed. The 
control section 23 runs data updating processing for 
updating data such as the ranking of each horse along 
with various kinds of information for each horse, and 
then historical information such as the race 
achievement of each horse is registered in the owner 
registration database . 



Gontrol section 23 at first sets initial ability 
information based on speed ability and stamina ability 
included in a password inputted in the password input 
screen shown in Fig. 12 (e) (SI) . This initial ability 
information becomes higher as ability information of 
the player' s own horse trained in the arcade game machine 
1 becomes higher, and it is different for each horse. 

A new horse with the initial ability is created (S2) . 

After that, a part of the ability information is 
displayed and display processing (S3) is performed 
for displaying information of the new horse on the 
display section 35 of the player terminal 30, and also 
causes the player to decide whether or not the player 
will register for participation in the Internet Grand 
Prix using the new horse. If registration is selected, 
registration processing starts, as described above. 

After finishing registration of the new horse, 
display processing for displaying the ability 
information screen displaying ability data of the new 
horse on the display section 35 on the player' s terminal 
30 is performed (S5) / and also allowing player to select 
whether or not registration for participation in the 
Internet Grand Prix is performed (S6) . When the 
registration for participation is selected, the race 
entry processing will begin (S7). 

On the other hand, if registration is not selected, 
the player is prompted to choose whether he will trained 



the new horse (S8) . If the player determines not to 
train, the player is asked whether the training 
processing is finished or not (S9) , and if decides 
that it is not finished, he will be back to (S5) and 
see the ability information screen displayed again. 

On the other hand, if the player decides to train 
the new horse, training processing will be performed 
for training the new horse to improve its ability (S10) . 

After training, the ability information of the new 
horse registered in the owner registration database 
is updated to the ability information changed by the 
training process. After that, the process returns 
to S5 and the ability information screen is displayed. 

In this configuration, the ability information 
such as speed ability and stamina ability of each 
player' s new horse is changed by the training process 
so that each new horse will have a different ability. 

Thus, it may also be possible for the control section 
23 running the participation allowing/disallowing 
program, working as a participation assessing device 
and a participation allowing device, to assess 
applications for the Internet Grand Prix based on 
participation conditions such as the ability 
information of the new horse. 

In the present embodiment, various kinds of 
processing program by the control section 23 of the 
Web server 20 are obtained in the form of a medium 



such as CD-ROM etc., on which the processing program 
is recorded. This is also true for various kinds of 
processing program run by the main control section 
100 or station control section 200 in the arcade game 
machine 1. Processing programs of this kind can be 
obtained by receiving signals transmitted by a computer 
working as a transmitter via a transmission medium 
such as the communication network 4 0 etc. . These 
signals are computer data signals embodied in a fixed 
carrier wave including processing programs. During 
transmission, at least a part of the processing program 
should be transmitted via the transmission medium. 

In other words, it is not necessary for all the data 
included in the processing program to exist on the 
transmission medium simultaneously. A transmission 
device for transmitting processing programs from the 
computer includes a processing device for continuously 
and continually transmitting data included in the 
processing program. 

In this embodiment, we have considered a horse 
racing simulation game as an example of a network game, 
however, the present invention is not restricted to 
this example as long as it is a network game in which 
many players can participate. It is not necessary 
for the game running on the arcade game machine 1 and 
the network game running on the Web server 20 to always 
be of the same kind. In other words, it is also possible 



that the ability information of a trained character 
in the arcade game machine 1 running a role playing 
game be passed to the Web server 20 running a horse 
racing simulation game as a network game, and the ability 
information of each racehorse in the horse racing 
simulation game is transformed. 

In the present embodiment, the control section 
23 is arranged to assess applications for participation 
in the Internet Grand Prix. However, processes could 
be distributed by locating a part of the participation 
allowing/disallowing program on the player terminal 
30 as a client machine, and a part of or all of each 
process run in the arcade game machine 1, the Web server 
20 and the player terminal 30 could be run on other 
machines making up the game system. 

As described above, according to the present 
invention, there is the advantage of maintaining the 
enjoyment of the network game by suitably setting 
participation conditions so that the number of 
participating players can be limited and adjusted to 
a number suitable for the network game, when the number 
of applications received exceeds a predetermined number 
of participants. 

Particularly, according to the present invention, 
there is the advantage of assessing fairly whether 
or not to allow participation in turn, irrespective 
of the achievements of the players who want to 



participate or the ability of characters used by 
players. 

According to the present invention, there is 
the advantage of providing enthusiastic players with 
advantageous participation conditions or of equalizing 
the level of players who play together, because it 
assesses whether or not to allow participation based 
on the past achievements. 

According to the present invention, there is 
the advantage of realizing exciting games by equalizing 
the ability of participating characters in a network 
game in which competition or matches with other players 
are performed, because equalization of the ability 
of the characters who participate in the network game 
is possible. 

According to the present invention, there is 
the advantage of providing chances for participation 
with as many players as possible, because it allows 
players with experience of being disallowed from 
participating to participate prior to others. 

According to the present invention, there is 
the advantage of prompting players to use other game 
units, because it assesses whether or not to allow 
participation based on information obtained in other 
game units such as arcade game machines , home use 
machines, and so on. 

According to the present invention, there is 



the advantage of maintaining the enjoyment by filling 
the race with preliminary characters so that the number 
of participants can be adjusted to a number suitable 
for the network game when the number of participants 
is not sufficient. 

It is contemplated that numerous modifications 
may be made to the network game machine, the game system 
having the network game machine, and the recording 
medium, such as a computer readable medium, having 
recorded thereon a processing program for operating 
the network game machine and computers which the network 
game machine comprises, of the present invention 
without departing from the spirit and scope of the 
invention as defined in the following claims. 



